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GAM0183 Game Programming 


Module description/Namslysing 


This module aims to provide the student with knowledge, skills 
and critical thinking ability in game programming at an 
introductory, undergraduate level. Computer games provide 
home and arcade entertainment and rewards can be substantial 
for successful games. Game Programming provides techniques to 
build both interactive fiction and 2-D games. The emphasis is on 
interactive fiction games. 


GAM0183 Game Programming 


Module objectives/Nämsmarkmiô 
On completing this module a student should be able to: 


Contrast the gameplay mechanisms used in selected historical games. 
Design, build and test an interactive fiction game, exploiting several 
types of puzzle. Describe the underlying mechanisms used in a 2-D 
asteriods-type game (e.g. transforms, collision-testing, wrap-around, 
frame-rate). Contrast the principal 2D graphical modelling techniques 
(i.e. vector graphics, bit-map graphics). Discuss the role of time in 
computer games using canonical trajectories. Describe one or more 
taxonomies of computer games (e.g. Chris Crawford's 1982 taxonomy). 


GAMO183 assessment 


The final examination is worth 60%. 
Students must obtain an overall passing grade, 
i.e. obtain at least 28,8% of the 60%. 


There will be 10 laboratory sessions each worth 2% giving a total of 20%. 
Students must obtain an overall passing grade, 

i.e. obtain at least 9,6% of the 20%. 

DO NOT LEAVE A LABORATORY SESSION WITHOUT CHECKING YOUR 
PARTICIPATION HAS BEEN RECORDED. 


There are 4 assignments each worth 5% giving a total of 20%. 
Students must obtain an overall passing grade, 

i.e. obtain at least 9,6% of the 20%. 

Please note “driving tests” may be used in assessing assignments. 


Ritstuldur/Plagiarism Zo 


The copying and submission of someone else's work is not tolerated. 
“Teachers are normally to exercise supervision to prevent violations of the 
prohibition against plagiarism and they are to direct complaints about 
such alleged incidents to the ethics committee.” 


Include on the front page of any assignment submission the 
following statement. Sign your name just below the statement to 
indicate your agreement. 


“This is all my own work. I have not knowingly allowed others to 
copy my work. This work has not been submitted for assessment in 
any other context." 


Recommended Textbook 


e There is no recommended textbook for purchase for GAM0183 
Game Programming. 


e The website should contain all the materials you need. 


Abstract game 


http://www.half-real.net/dictionary/ 


Abstract game 

An abstract game has rules, but no fictional world. Many 
traditional non-electronic games are abstract, but very few 
video games are abstract. 


Back story 


http://www.half-real.net/dictionary/ 


Back story 
Story or fiction that provides a background for a game, 
rather than being part of the gameplay. 


Cut-scene 


http://www.half-real.net/dictionary/ 


Cut-scene 

Cinematic, non-interactive part of a game, conveying the 
game's backstory or fiction. In a cut-scene, the game's play 
time is disconnected from its fictional time. (Half-Real, 
chapter 3.) Cut-scenes are controversial in that they are 
non-playable parts of a game, but they have also been 
defended for providing context for the playing of the game 
(Klevjer 2002). 


Cut-scenes 


http://www.atarialumni.com/a-glossary-of-video-games/ 


Cut-Scenes: Short intermissions typically presented between 
stages to convey a storyline. These can be live or computer- 
generated videos clips, and are usually non-interactive. 


Flow 


http://www.half-real.net/dictionary/ 


Flow 
The concept of flow (Csikszentmihalyi 1990) describes an 
optimal mental state where a person is complete occupied 
with a task that matches the person's skills, being neither 
too hard (leading to anxiety) or easy (leading to boredom). 
Flow has seven traits: 

A challenging Activity That Requires Skills 

The Merging of Action and Awareness 

Clear Goals and Feedback 

Concentration on the Task at Hand 

The Paradox of Control 

The loss of Self-Consciousness 

The Transformation of Time 


FPS 


http://www.half-real.net/dictionary/ 


FPS 

Acronym for First Person Shooter. General term for 3D 
action games seen from a first person perspective, usually 
involving firearms. 


First-Person 


http://www.atarialumni.com/a-glossary-of-video-games/ 


First-Person: A point of view which allows you to see the 
action through your characters eyes. You never see you 
own body, except for maybe your arms. Was made popular 
by flight simulators and shooters like Doom. 


Gameplay 


http://www.half-real.net/dictionary/ 


Gameplay 

"A game’s gameplay is the degree and nature of the 
interactivity that the game includes, i.e., how the player is 
able to interact with the game-world and how that game- 
world reacts to the choices the player makes." (Rouse 2001, 
xviii) 

Gameplay can be seen as independent of graphics or 
fiction, but fiction plays a large role in helping players 
understand the game. (Half-Real, chapter 5.) 


Mechanics 


http://www.half-real.net/dictionary/ 


Mechanics 

Hunicke, LeBlanc, Zubek (2004) distinguish between 
mechanics (the rules of the game), the dynamics (the 
emergent behavior of these rules), and aesthetics (the user 
experience). 

See fun. 


MMORPG 


http://www.half-real.net/dictionary/ 


MMORPG 

Acronym for Massively Multiplayer Online Role-Playing 
Game. Generally speaking, a multiplayer persistent game 
where players control a character that develops skills over 
time. Prominent examples include EverQuest and World of 
Warcraft. 

Sometimes called MMOG (Massively Multiplayer Online 
Game.) 


Narrative 


http://www.half-real.net/dictionary/ 


Narrative 

In a traditional sense, a narrative is the presentation of a story (a 
fixed sequence of events) by way of a discourse (Chatman 1978). 
In contemporary theory, narrative is often used in a much 
broader sense. 

Murray asserts that computers are "A new medium for 
storytelling" (1997, p.11). 

Eskelinen writes that "Luckily, outside theory, people are usually 
excellent at distinguishing between narrative situations and 
gaming situations: if | throw a ball at you, | don't expect you to 
drop it and wait until it starts telling stories." (2004, p.36) 
Half-Real, chapter 4 discusses the relation between games and 
narratives and compares different definitions of narrative. 


Playtesting 


http://www.half-real.net/dictionary/ 


Playtesting 

Many game development methods call for extensive testing 
of a game on users during all phases of game development. 
(Fulton 2002, Davis, Steury & Pagulayan 2005.) 


See iterative game design. 


RTS 


http://www.half-real.net/dictionary/ 


RTS 
Acronym for Real Time Strategy game. Strategy game 
where players can move pieces continuously. 


Compare to turn-based game. 


RTS 


http://www.atarialumni.com/a-glossary-of-video-games/ 


RTS = Real-Time Strategy: A style of game that allows users 
to control multiple units in a battlefield view. The goal of 
these games is more strategic and puts the users in the 
chair of a commander. 


Time 
http://www.half-real.net/dictionary/ 


Time 

Time in video games consists of the real play time used to 
play the game and the fictional time passing in the fictional 
game world. The fictional time can be either a projection of 
the player's actions or created by way of cut-scenes. 

> Half-Real, chapter 3. 
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